Flesh and bone digital sociality: On how humans may go virtual.
Research on virtual reality (VR) has gained momentum over the last fifteen years or so. In their review, Pan and Hamilton (2018, British Journal of Psychology) show how the different types of VR devices have the potential to probe fundamental psychological constructs, like those underlying social interactions. Expanding on their work, we propose a research agenda to increase the sense of co-presence and make VR more real than reality through bodily illusions, multisensory stimulation, self-conscious emotions, and multisubject social cognition.